ABSTRACT 

The present invention provides a game device with which a moving 
direction and an attack direction of a game character can be easily 
5 inputted. The invention provides a game device 10 that executes 
game processing relating to a game character holding attack means, 
the game device comprising: a signal input unit 50 for inputting 
a direction instruction signal and an attack instruction signalm- 
an attack instruction signal input determining unit 52 for 

10 determining whether or not the attack instruction signal is inputted 
by the signal input unit 50; a game character moving unit 54 for 
moving the game character in virtual space on the basis of the 
direction instruction signal inputted by the signal input unit 50 
while the attack instruction signal is not being inputted by the 

15 signal input unit 50; and an attack direction changing unit 56 for 
changing an attack direction resulting from the attack means on 
the basis of the direction instruction signal inputted by the signal 
input unit 50 while the attack instruction signal is being inputted 
by the signal input unit 50. 
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A. ..ATTACK INSTRUCTION SIGNAL 
50...SIGNAL INPUT SECTION 

52... ATTACK INSTRUCTION SIGNAL INPUT PRESENCE/ABSENCE 

JUDGING SECTION 
54...GAME CHARACTER MOVING SECTION 
56...ATTACK DIRECTION CHANGING SECTION 

B. ..DIRECTION INSTRUCTION SIGNAL 
58...0BJECT DATA STORAGE SECTION 
60...GAME CONTROL SECTION 
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(57) Abstnact: A game machine for allowing the user to enter the direction of the movement and the direction of the attack of a 
game character simply. The game machine (10) for executing a game processing about a game character holdings attacking means 
comprises a signal input section (50) for inputting a direction instruction signal and an attack instruction signal, an attack instruction 
signal input presence/absence judging section (52) forjudging whether or not an attack instruction signal has been inputted by a 
cionnl inniit Qw.tinn rsov a aamc character movinc section (54) for moving a game character in a virtual space according to a direction 
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while no attack instruction signal is inputted by the signal input section (50), and an attack direction ch^ging ^^^^^^l^ ^^^^^^^ 
ing the direction of the attack using the attacking means according to a direction instruction signal inputted by the signal input secUon 
(50) while an attack instruction signal is inputted through the signal input section (50). 
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